. - — =z ———— = 
4% ee —— = 
a G oa Coe eC dS ee 
St — 5 
|=) SS — ‘ 
“a . =. = 


Field Guide 


ATONC 


© 2011 Atomic Games, Inc. 


BREACH 


Table of Contents 


Basic Tips: &: Helpful Inf0 ...2...0.-ccc.sescucescesccesecesscescosecenccocescssoeseneseces 
Instructions for Each Game Type@...........ssscccccsssssssccccssscscccscsssscccosees 


Creating and Joining a Match...............ccscccsssscccsssssccsssscssssscsssscnceees 


3 
4 
5 
PlaV@l HUD ccc sccccscccccccececocesscscccdecscecccesdcesssoccocsccsscescosessussessosccsccoce 
Controls OVGrViCW oo2c. 5. coe. coccesesescesocussecaccvevescecusuccseescesesccase ogeveoses @ 
Earning Experience Points (XP) and Ramk6................cccccsccsssscessseeee 9 
Character Classes. c.......s.<cccscseccsssceccaccoecassoccsssceeccoscoecctsccccscasceesson IU 
Chafacter MON isesicsccecccssccssscocsssscocecscecoussescusscsvssecsescecsvesssssecscsuses 12 
ACTIVE: COVEN: ..ccccccceccescecescceussescsesceneeedsscecssceceecucescecescccsccessececescessel 
LeaderbOards.....ccsssscessscscccssscesssssceescsccesescvecesscecscscsesssavesessssecussoes 1S 


Complete List of Spy Gadgets, Weapons, Perks and Attachments....14 


Copyright © 2011 Atomic Games. Atomic is a registered trademark and Breach is a trademark of Atomic Games. HK416, 
MP5, and USP are registered trademarks of Heckler & Koch GMBH. ACR is a trademark of RA Brands, LLC. TPG-1 and the 
TPG-1 design are trademarks of Unique Alpine AG. Saiga is a registered trademark of Concern Izhmash Open Joint Stock 
Company. ACOG is a registered trademark of Trijicon, Inc. Dragon Skin is a registered trademark of Pinnacle Armor, Inc. 


BASIC TIPS 


¢ Use Active Cover! Mastering Active Cover techniques, like blind firing and peeking around cover, 
gives you a big advantage. 


¢ Use Destruction! If an enemy is hiding behind cover, blow it up. If there’s a sniper on the 2nd floor 
of a building, collapse the roof on top of him. 


¢ Use Gadgets and Perks! If you're tired of getting killed by RPGs, purchase the Sabotage Kit 
to sabotage enemy RPGs. If snipers are giving you trouble, equip the IR Sniper Detector. 


HELPFUL INFO 


e You earn Experience Points from kills, assists, captures, saves, and victories. 


¢ You unlock new weapons automatically as you earn Experience Points within a particular 
character class. You can equip new weapons in the Character menu. 


e Use your Experience Points to acquire new gadgets, perks, and attachments in the Character menu. 
¢ The Recon class will unlock when both the Rifleman and Sniper classes are maxed out. 


e While weapons are specific to classes, perks and gadgets can be used by all classes. 
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INSTRUCTIONS FOR EACH GAME TYPE: 


Infiltration 
Both teams compete to hold the Capture Points shown on the screen and Mini Map. Your team 
continuously earns points for each Capture Point held. The first team to reach 250 points wins. 


Convoy 

One team attacks, while the other defends. The defending team escorts the convoy to the last 
checkpoint. The convoy advances only when defenders are near. The defending team wins if 
the convoy reaches the final checkpoint, but the attacking team wins if time runs out. 


If the convoy gets blocked by a barricade, the defenders must use C4 from the back of the convoy 
to destroy the barricade and get the convoy moving again. If the convoy vehicles take too much 
damage, they will become disabled and must be repaired. 


Retrieval 
The goal in Retrieval is to locate the canister and bring it to the capture zone marked on the 
Mini Map and game world. The team with the most points at the end of the match wins. 


Sole Survivor 
Eliminate all players on the opposing team. There are no re-spawns. 


TDM (Team Deathmatch) 
There are two teams in TDM. The goal in TDM is to eliminate the other team until 50 points 
are reached, resulting in total victory. 
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CREATING AND JOINING A MATCH: 


Create Match 


When the player selects Create Match from the Main Menu, they will be given the following 
Match options: 


Map: There are five maps present in the game. These maps are: Passage, Nocturnal, Silo, Peak, 
and Ascent. All game types can be played on all maps. 


Game Types: There are five game types in BREACH. They are: Infiltration, Sole Survivor, Retrieval, 
TDM, and Convoy. 


Rounds: The number of successive Matches that will be played before the map cycles. 


Friendly Fire: With this option enabled, players will take damage when being shot or attacked 
by teammates. 


Match Type: Public Games are seen in the Match list, while Private Games require the Host to 
invite players. 

Hardcore: Hardcore is a more difficult game setting, removing key HUD elements from gameplay 
as well as instituting a more realistic health model. 


Number of Players: This is the maximum number of players that can join a Match. This value can 
be changed from 4-16. 


Once Match settings have been chosen, select accept and a lobby will be created and the Match will 
be visible to players that select Find Match from the Main Menu. 
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Finding a Match 
You can find a match by selecting “Find Match” from the Main Menu. 


When entering the Find Match menu, a list of available matches will be displayed. Internet matches are 
shown by default, select the “Source” button to locate LAN matches. 


Matches are listed by server name, game type, and the number of players in the current session. The 
way these matches are listed can be customized by using the Filter button on the bottom of the screen. 


Matches can be filtered if you're looking for a specific game type, map, hardcore mode, friendly fire 
mode or a dedicated server. 


Using Find Match Filters 


The Find Match menu allows players to filter match results. To filter results by map, game type, and 
other settings, click on the “Filter” button on the lower part of the screen. When the Filter menu 
appears, select your desired filters and select “Accept” to activate the filter. 


To show “LAN” or “Internet” matches only, click on the “Source” button at the top of the screen and hit 
the “Refresh” button to generate the new server list. 


Dedicated Server Download Instructions 

Follow these steps to download the Breach Dedicated Server: 
1. Launch the Steam client. 

2. Go the the Library window. 

3. Select the Tools option. 

4. Navigate to “Breach - Dedicated Server”. 

5. Right click and select “Install Game”. 
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PLAYER HUD: 


Rank Indicator 


current Quick Toss Item 
irrent Weapon > 


Wailable Ammo — 7 
___ Weapon Fire Mode Ng 
t Weapon Ammo ——_ AN. 2+ 


layer Health Bar 


RANK INDICATOR: The player's current Rank. 

MINI MAP: This shows a small sub-section of the level. 

TEAM SCORE: Each team’s current score in the match. 

OBJECTIVE INDICATOR: Game type specific objective icons. 

AVAILABLE AMMO: The total amount of ammunition the player is carrying for the currently equipped weapon. 


WEAPON FIRE MODE: This can be changed between single-shot, full-auto and burstfire modes depending on 
the weapon. Firing Mode is changed by pressing the 1 key. 


CURRENT WEAPON AMMO: The amount of ammunition the player has in their weapon. 
PLAYER HEALTH BAR: The player's health. The player can only gain back health with the “Medic Kit” Gadget. 


CURRENT QUICK TOSS ITEM: Displays the current ammo levels for Quick Toss Items. The Quick Toss Item is 
changed by pressing the 3 and 4 keys. 
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CONTROLS OVERVIEW: 


Below are the default controls for Breach. 


TOGGLE PREVIOUS NEXT QuICK TEAM 
FORWARD SPRINT FIREMODE GADGET GADGET RELOAD TOSS USE CHAT 


fw} (usw Jal sjl4) [eJlojfe] 
[4 JLs jlo] GiGi 


STRAFE BACK STRAFE JUMP TOGGLE MELEE TOGGLE CHAT 
LEFT RIGHT CROUCH COVER 
FIRE AIM 

MOUSE WHEEL UP 

PREVIOUS WEAPON 
MOUSE WHEEL DOWN VIEW SCORES 
MOUSE WHEEL CLICK 

Z00M 


LL 


EARNING EXPERIENCE POINTS (XP) AND RANKS: 


The player receives Experience Points (XP) for doing well in the game. The player can earn XP from kills, 
capturing objectives, kill assists and more. Below is a list of common game actions that earn XP: 


Kill 


Capture 

Save 

Capture Assist 
Kill Assist 


Win Round 


The player is awarded XP for kills using the following equation: 
5 +2x (killed player's rank - player rank) XP if target rank > player rank. 


The player will earn 10 XP if they capture a point in the infiltration game mode. 


The player will earn 10 XP if they save the retrieval canister from being captured by the 
enemy team. This involves killing an enemy just as they are about to capture the canister 
in the retrieval game mode. 


The player will earn 10 XP if they are escorting a teammate as the capture the cannister 
in the retrieval game mode. 


The player is awarded XP for dealing damage to an enemy within 5 seconds of their 
death by a teammate. 


The player will earn 25 XP if they are a member of the winning team when the match ends. 


Regardless of the class played, Global XP will accumulate. XP can then be spent in the Loadout Menu on 
Weapon Attachments, Perks, and Gadgets. 


Weapons will be unlocked automatically when reaching specific XP levels in each class. When the player 
earns 2000 XP in any class, the next weapon tier is unlocked for that class. The next tier is unlocked when 
5000 XP is earned in any specific class. 
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The Following is a list of Global Ranks available in BREACH as well as the required amount of XP 
to reach them: 


Rank # 
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Rank Name 


Grunt 

Agent 

Agent Tier 2 

Agent Tier 3 
Operative 
Operative Tier 2 
Operative Tier 3 
Specialist 
Specialist Tier 2 
Specialist Tier 3 
Lieutenant 
Lieutenant Tier 2 
Lieutenant Tier 3 
Commander 
Commander Tier 2 
Commander Tier 3 


Experience Needed 


0 

500 
1,000 
1,500 
2,500 
3,500 
4,500 
7,000 
9,500 
12,000 
16,000 
20,000 
24,000 
32,000 
40,000 
48,000 
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CHARACTER CLASSES: 


The Character Classes in BREACH have the following weapon loadouts. Unlockable weapons are 
earned when the player has earned 2000XP and then 5000XP playing as that specific class. 


Rifleman 

Starting Weapon: M4A1 Carbine 
Unlocked Weapon 1: HK 416 Assault Rifle 
Unlocked Weapon 2: ACR Assault Rifle 
Quick Toss Item: Breach Charge 
Sidearm: USP .45 


Support 

Starting Weapon: M1014 Combat Shotgun 
Unlocked Weapon 1: MP5 Sub Machine Gun 
Unlocked Weapon 2: Saiga-12 Semi-Auto Shotgun 
Quick Toss Item: Smoke Grenade 

Sidearm: USP .45 


Recon 

Starting Weapon: AK-103 Tactical Assault Rifle 
Unlocked Weapon 1: SEAL Recon Rifle 

Unlocked Weapon 2: MK 14 Enhanced Battle Rifle 
Quick Toss Item: Frag Grenade 

Sidearm: USP .45 


Gunner 

Starting Weapon: M60 Light Machine Gun 
Unlocked Weapon 1: M240 Light Machine Gun 
Unlocked Weapon 2: IAR Light Machine Gun 
Quick Toss Item: Frag Grenade 

Sidearm: USP .45 


Sniper 

Starting Weapon: M40A3 Sniper Rifle 

Unlocked Weapon 1: TPG-1 Semi-Auto Sniper Rifle 
Unlocked Weapon 2: M107-A Sniper Rifle 

Quick Toss Item: Breach Charge 

Sidearm: USP .45 
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CHARACTER MENU: 
Equiping Weapons, Weapon Attachments, and Gadgets 


To reach the Loadout Menu, select the following options from the Main Menu: Character -> Loadout. 
From the Loadout Menu, you can purchase and equip weapons, weapon attachments, perks and 
gadgets to each of the 5 Character Classes. Each Class will have unique weapons, and allow specific 
attachments while Perks and Gadgets are universal and can be applied to any class. 


The Loadout Menu itself is divided up on a class by class basis; in other words, equipping a perk to one 
of the classes (e.g., Rifleman) will not equip it to another (e.g., Sniper). 


Changing Character Model (Skin) 


To change the outward appearance of your character, select the following options from the Main Menu. 
Character -> Character Models. Players can assign different Character Models per Character Class and 
per Team (Red or Blue). There are 3 Character Models for each team to choose from. 


Character Stats 


To reach the Character Stats Menu, select the following options from the Main Menu. Character -> Stats. 
BREACH tracks a number of statistics: XP Earned, the player's Kill to Death Ratio, Current Rank, progress to 
the next Rank, and progress to next Class Weapon Unlock. 
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ACTIVE COVER: 
Attaching to Cover 


Players can attach to and move along cover by pressing the Active Cover Button. While the player is in 
Active Cover, the camera will change to a third-person perspective. Using the A and D keys, the player 
can move along the object. 


Shooting and Blind Firing from Cover 


When the player is near the edge of cover, they can fire around this cover using blind-fire or by popping 
their head around the cover. To blind fire, simply fire while near the edge of cover. If you hold Aim while 
leaning toward the edge of the cover, you will pop around or over the cover wall allowing you to fire more 
accurately. 


LEADERBOARDS: 


To reach the Leaderboards, select Leaderboard from the Main Menu. 


Global Leaderboard 


¢ Kills — Number of kills the player has achieved in the whole game. 
¢ Deaths — Number of times the player has died in the whole game. 
e Rank — Current Rank in the game. 
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BREACH 


Complete List of Spy Gadgets, Weapons, 
Perks, and Attachments 


SPY GADGETS 


Dragon Skin® 


This passive device is a quantum leap in armor technology. It is the only truly flexible body 
armor system designed to defeat high-power rifle projectiles from level 3, 4 and 5 threats. 


Sticky Bomb 


The modern day successor to the WWII developed Sticky Bomb, this thrown explosive device 
is coated in a highly adhesive substance, allowing it to stick to nearly anything. 


Remote Motion Sensor 


A placeable device, the Remote Motion Sensor can be placed on any surface; including ceilings. 
The device will then notify you when an enemy motion is detected within its operating radius. 


Bionic Ear 


The Bionic Ear amplifies and localizes enemy sounds such as footsteps and weapons fire, 
allowing you to locate enemies, even through walls. 


IR Sniper Detector 


The Sniper Detector works by bouncing an IR beam off any scoped weapon that is within the 
user's view. This creates a glare on the lens, helping you locate snipers. 
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Sabotage Kit 


A collection of small amounts of C4, detonating cord and other explosive hardware. Placing 
a kit on devices, such as mounted weapons and weapons caches, will result in an explosion 
when an enemy player attempts to use them. 


M2 SLAM Charge 


The SLAM, primarily an anti-vehicle landmine, uses a magnetic influence sensor to detect a 
vehicle's proximity. It is also armed with a passive infrared sensor, sensitive enough to detect 
enemy infantry. 


Medic Kit 


The Combat Medic Kit contains the essential equipment you need to patch yourself or a teammate 
and finish your objective. 


M79 Pirate Cannon 


The M79 is a single shot grenade launcher using a 40mm grenade round. Mostly replaced 
today by the M203, it continues to remain in service in niche roles. Other nicknames include 
“Thumper’ and “Bloop Tube." 


Sonic Imager 


Using radar technology, the Sonic Imager can display high-resolution live imagery of objects 
on the other side of walls. Capable of "seeing" through most materials, it can be used to map 
rooms as well as detect motion. 
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WEAPONS AND ATTACHMENTS 


The M4A1 carbine is the fully automatic variant of the basic M4, and the preferred choice for 
special operations. Equipped with a modular rail system, the M4A1 can be customized to suit 
nearly every situation. 


HK 416° 


An improved version of the M4, the HK 416 uses a proprietary gas system to reduce heat and 
improve weapon reliability. With a forearm rail system, the HK can use nearly all attachments 
designed for M16/M4 type weapons. 


The first of its kind, the Adaptive Combat Rifle (ACR) redefines modularity, can fire multiple 
calibers, uses a bird-cage hider to control muzzle flash, and has a free-floating top rail for a 
variety of optics. 


Once the standard for every branch of the US military, the M60 has been replaced by smaller 
and more lightweight machine guns. But, its reliability and firepower has ensured its contin- 
ued use in special operations. 


The current standard for all light machine guns, the M240 is used in a variety of roles in US military 
and NATO forces. From infantry to vehicles, it has proven to be a reliable and flexible weapon. 
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The Infantry Automatic Rifle (IAR) is the future weapon of the automatic rifleman. Designed to 
improve maneuverability and speed, it is set to replace the M240 as the default light machine 
gun of the USMC. 


The current standard for USMC snipers, the M40A3 is a custom modified version of a 
civilian hunting rifle. Modified stock, barrel, trigger guard and optics are some of the main 
differentiating features. 


TPG-1™ 


The Tactical Precision Rifle is a modular high precision rifle designed for special military and law 
enforcement operations. It uses a box magazine feed system and has a rail system that allows for 
multiple optic configurations. 


The M107-A is a .50 caliber, shoulder fired sniper rifle. Its weight, large muzzle brake, and a 
barrel assembly that physically moves on a spring, creates manageable recoil for a weapon 
of its caliber. 


The M1014 is a semi-automatic 12-gauge combat shotgun used in the USMC. Equipped with a 
modular rail system, the M1014 can be customized with a wide array of sights and optics. 
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The MP5 is one of the world’s most highly used submachine guns. Law enforcement, nearly 
all military branches, as well as special operations, each have unique variants of the MP5 
developed for their specific needs. 


Saiga - 12° 


The Saiga-12 is a semi-automatic shotgun, which lets you fire multiple shotgun rounds 
without manually reloading. Based on the AK platform, it is extremely reliable and can be 
customized with a wide variety of optics. 


The modern version of the popular AK line of weapons. The use of plastics to replace many wood 
or metal components contributes to its light weight. The 103 can also be fitted with a range of 
optics and attachments. 


SEAL Recon Rifle 


Also referred to as the "RECCE' rifle, it was built to provide SEAL snipers an alternative to the 
basic M4, but with lighter weight and greater lethality. Each rifle is often built to personal 
specs, leading to unique variants. 


MK 14 EBR 


A variant of the M14 battle rifle, originally built for the NSWC. Specs include an aircraft alloy 
telescoping stock, pistol grip and rail system. The EBR is a selective fire weapon designed for 
both marksman and COB roles. 
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USP® .45 


The USP (universal self-loading pistol) features a mechanical recoil reduction system, 
allowing its semi-automatic firing to be more precise. 


M67 Frag Grenade 


The M67 Grenade houses 6.5 ounces of Composition B, packed inside a steel round body. The 
casing itself produces the steel splinters when detonated. These fragments are what lead to 
the more common name of "Frag Grenade." 


M18 Smoke Grenade 


Using an exothermic reaction, Smoke grenades are generally used as ground-to-ground or 
ground-to-air signaling devices. However, they can also be effectively used as a screening device 
to mask unit movement. 


Breach Charge 


Also sometimes know as an ‘Eight Ball,” this charge consists of a one-eighth stick of 
Composition 4 (C4), on a short timed fuse. This explosive is used for breaching both interior 
and exterior doors and walls. 


A single-shot 40mm grenade launcher originally designed for under-barrel attachment to the 
M16 and M4 carbine. Many variants and adapters now exist allowing attachment to a wider 
array of weapons. 


Silencer 


Using internal mechanisms such as Baffles, the Silencer or Suppressor can reduce the 
amount of noise and flash caused by weapon fire and mask the shooter's position. 
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Recoil Compensator 


A Flash Suppressor that has been modified by symmetrically cutting slits near the top of the 
hider, which provides downward thrust when fired, providing reduced muzzle climb. 


The telescopic Advanced Combat Optical Gun sight, unlike other reflex sights, does not require 
battery power. Instead it uses a combination of a fiber optic light gathering rail, and a tritium lamp, 
to cover all situations. 


Reflex Sight 
Reflex sights use a reflection system to superimpose a digital reticule onto the view port of 


the weapon's sight. Allowing quick target acquisition, they are also commonly referred to as 
“red dot’ sights. 


Holographic Sight 


An advancement in red dot optics, a holographic sight reduces parallax errors in the shooter's 
viewing angles by using laser-based holography. This sight also includes a 2X optical zoom. 


Recon Scope, Recon Scope Il, Recon Scope Ill 


Designed specifically for the Recon Class Operator, this telescopic sight is set with a fixed 
magnification level. 


Sniper Scope, Sniper Scope II, Sniper Scope III 


Designed specifically for the Sniper Class Operator, this telescopic sight is set with a fixed 
magnification level. 
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Conditioning 


This perk increases the player's stamina, allowing you to sprint for longer periods of time. 


Explosive Personality 


This perk increases the explosive radius of all shockwave weapons, such as M203s, Breach 
Charges and RPGs. 


The Bad Ass 


The Bad Ass perk is designed for the confident. It removes half of the player's health, but will 
return double the XP if you can live long enough to earn it. 


Strong Arm 


The Strong Arm perk gives you extra strength, allowing you to throw grenades farther. 


Thick Skull 


For those worried about their head, the Thick Skull perk reduces headshot damage. 


Steady Hand 


The Steady Hand perk reduces the recoil effect during weapons fire. 
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Bandolier 


Bandolier perk gives you more ammo and more quick toss items. 


Nerves of Steel 


The Nerves of Steel perk combats the effects of suppression, allowing you to maintain 
accuracy even under intense fire. 


Agility 


For those who need a little extra speed, this perk increases movement speed. 


ESP 
The ESP perk gives you more accurate blind fire from cover. 


The Brawler 


Specializing in hand to hand combat, the Brawler Perk gives double damage to your melee attacks 
and reduces the damage taken by melee in half. 


Quick Reflexes 


The Quick Reflexes perk cuts weapon switching and reloading times in half. 


Vendetta 


The Vendetta perk will place an IR marker on your killer for a short time after re-spawn, allowing 
for easy retribution. 
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